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Schedule  ^or  Workshop  nn  Games 


Thursday,  March  17  i, 

Welcome  -  Dr.  Weber 

Brief  Overview  of  Workshop  Schedule  -  Eleanor  Pester 
Introduction  of  Committee  Members 

Philosophy  of  Games  for  the  Visually  Handicapped  -  Eleanor  Pester 

1)  Should  games  be  used  with  the  visually  handicapped?  How? 

2)  What  kinds  of  games  are  available  for  the  visually  handicapped?  Where? 

3)  What  kinds  of  games  are  needed? 

Introduction  to  this  Project  -  Eleanor  Pester 
Review  of  Games  for  Project 


Friday,  March  18 

Review  of  Games  for  Project  continued 

Set  Criteria  and/or  Priorities  and  Rank  Games  for  Adaptation 
Future  Development  of  Games  by  APH 


Summarize  Conclusions 


Report  on  Workshop  on  Games 


I.  Purposes 

The  purposes  of  this  workshop  were  as  follows: 

A.  To  share  ideas  about  games  for  the  visually  handicapped. 

B.  To  review  commercial  games  for  children  under  8  years  old  and  select 
and  rank  some  for  adaptation. 

C.  To  set  guidelines  for  future  development  of  games  for  the  visually 
handicapped. 

II.  Philosophy  of  Games  for  the  Visually  Handicapped 


Games  for  the  visually  handicapped  were  discussed  and  the  group  seemed  to 

agree  that  there  are  definite  benefits  to  be  gained  bv  usina  qames  with  this  arnun 
Available  games  already  adapted  were  reviewed  briefly.  Examples  of  conrnercially 
available  games  requiring  little  or  no  adaptation  and  teacher-made  games  were 
shown.  Games  needed  by  the  visually  handicapped  were  discussed  in  detail. 

The  group  seemed  to  feel  that  games  for  the  visually  handicapped  should  have 
the  following  characteristics  in  regard  to  the  areas  given: 


A.  Population 

1.  Be  as  much  like  games  for  the  sighted  as  possible  so  that  the 
blind  child  can  feel  that  he  can  do  the  same  things  as  other 
children  and  be  accepted  by  them. 

2.  Be  suitable  for  partially  sighted  as  well  as  blind  children  since 

a  high  percentage  of  the  visually  handicapped  have  some  usable  vision. 

3.  Be  limited  to  2  to  4  players,  especially  for  younger  children. 

B.  Skills 

1.  Give  prerequisite  or  entry  skills  such  as  knowledge  of  left,  right, 
corner,  forward,  back,  and  counting  assuming  no  previous  knowledge. 

2.  Use  limited,  gross  movement  rather  than  fine  motor  skills;  larger  playinc 
pieces  would  help. 

3.  Not  all  should  require  reading  since  we  are  seeing  more  and  more  multiply 
handicapped  children. 

C.  Selection 

1.  Have  a  purpose  such  as  having  fun  and  promoting  socialization  as  a  #1  nrin 
a  defined  outcome  such  as  teaching  a  skill  or  reviewing,  and  rein¬ 
forcing  a  skill  as  a  subordinate  priority. 


2.  Have  meaningful  names.  For  example,  young  •: nil  .^lats  /.cl' 

to  games  dealing  with  food  and  eating. 

D.  Directions 

1.  Have  no  more  than  3  or  4  simple  directions. 

2.  Have  directions  in  both  large  print  and  braille. 

E .  Time 

Be  quick  --  able  to  be  played  in  about  15  minutes. 

F.  Adaptation  Considerations 

1.  Be  both  tactually  and  visually  satisfying. 

2.  Use  easily  distinguishable  tokens,  both  visually  and  tactually. 

3.  Vary  textures  with  colors  so  same  texture  does  not  always  stand 
for  the  same  color  giving  a  false  concept  of  color. 

4.  Have  playing  pieces  that  stay  in  place,  e.g.,  magnetic  or  pea  board  tvoe 

5.  Include  tactual  and  auditory  experiences  whenever  possible.  For  example 

a  clicking  spinner  like  the  one  in  the  Game  of  Life  is  good. 

6.  Make  use  of  as  much  standardization  in  formatting  as  possible  to 
speed  up  the  game  for  blind  players,  e.g.,  clipping  off  a  certain 
corner  of  braille  cards  to  indicate  right  side  up. 

7.  Be  sturdy  and  durable. 

8.  Be  laminated  so  parts  can  be  wiped  off. 

9.  Include  both  adapted  and  regular  parts  whenever  possible. 

10.  Design  our  own  games  stressing  mobility  concepts. 

G.  Packaging 

1.  Be  packaged  for  convenient  storage  and  play. 

2.  If  it  uses  dice,  have  an  enclosed  space  to  contain  the  dice. 

This  could  be  the  lid  of  the  box  or  a  smaller,  pass-around  box 
for  this  purpose. 

3.  Have  a  specific  place  to  keep  all  loose,  pieces,  both  for  storage 
and  during  play. 

H.  Consumerism  . 

1.  Be  made  more  readily  available  to  teachers  and  families  of  blind 
children  perhaps  through  better  advertizing  in  conjunction  with 
the  commercial  producer  of  the  game  for  the  sighted. 


2,  Include  a  consumer  report  card  (postcard)  to  collect  information 
about  this  game  and  other  needed  types,  levels,  and  subject 
areas  of  games. 


III.  Review  of  Commercial  Games  for  Children  Under  8  Years  Old 

The  scope  and  focus  of  our  current  project  was  presented.  Our  criteria 
for  eliminating  games  from  the  original  list  of  96  to  the  28  still  being  con¬ 
sidered  were  given.  The  group  then  examined  these  28  games,  in  alphabetical 
order,  using  the  actual  games  and  summary  sheets  which  had  been  prepared -bv  the 

Each  member  of  the  group  was  asked  to  rate  each  game  on  a  scale  of 
1  to  7  with  1  considered  low,  4  as  average,  and  7  as  high.  Time  was  allowed  for  both 
oral  discussion  and  written  comments  on  each  game.  After  reviewing  each  game, 
the  ratings  from  the  8  participants  were  totalled  and  the  comments  for  each  game 
were  compiled  as  shown  on  the  summary  sheets  at  the  end  of  this  report. 

All  of  the  games  with  a  total  rating  of  30  or  above  (56  was  the  highest 
total  possible)  were  then  reexamined.  The  games  which  were  still  under  con¬ 
sideration  and  their  ratings  were  as  follows: 

54  Sneaky  Snake 

53  Silly  Sandwich 

51  Cracker  Jack 

51  Snoopy  Card  Game 

48  Robin  Hood 

48  Three  Little  Pigs 

44  Sesame  Street  Fair 

44  To  Grandmother's  House  We  Go 

43  Lady  Bug 

39  The  Happy  Little  Train 
39  Hee  Haw 
35  Winnie  the  Pooh 
32  Walk  Along  Sesame  Street 

During  reexamination,  ways  of  adapting  these  games  were  considered^  in  detail. 
Because  of  this,  several  games  were  eliminated  because  consumers  could  easily  adapt 
the  commercial  game  themselves,  the  games  should  be  adapted  for  a  later  level  when 
brad  lie  could  be  used,  or  we  could  better  use  the  idea  and  redesign  the  board  to  meet 
our  special  needs. 

Since  only  2  games  will  be  adapted  this  year,  the  group  decided  that  it  would 
be  best  to  do  one  puzzle-type  game  and  one  board  game.  Therefore,  the  remaining 
eight  games  were  ranked  by  the  7  participants  in  two  categories  in  order  of  prefer¬ 
ence  from  high  to  low.  In  the  puzzle  category,  the  two  games  were  ranked  from  first 
to  last  as  follows: 

14  Sneaky  Snake 
7  Lady  Bug 

In  the  board  category,  the  6  games  were  ranked  from  first  to  last  as  follows: 

39  Silly  Sandwich 
37  Walk  Along  Sesame  Street 
28  Three  Little  Pigs 
17  Sesame  Street  Fair 
14  Winnie  the  Pooh 

12  Robin  Hood 


Field  testing  of  the  adapted  games  was  discussed  orderly  i /  ~';e  c-ci?. 

The  workshop  participants  were  all  eager  to  review  t.'.c  games,  “hey  ^uggcstec 
that  the  subjects  should  be  given  the  opportunity  zo  clay  a  game  mere  cnar. 
once  since  it  may  take  one  time  through  a  game  to  learn  the  directions. 

The  games  should  be  played  with  blind,  partially  sighted,  and  sighted  children 
in  various  combinations.  The  amount  of  previous  experience  the  children  have 
had  playing  games  should  be  considered  since  this  will  have  a  bearing  on  their 
performance  with  these  new  games. 


IV.  Guidelines  for  Future  Development 

The  workshop  participants  set  the  following  guidelines  for  future  develop¬ 
ment  in  the  area  of  games  for  the  visually  handicapped: 

A„  Adapt  1  puzzle  game  and  3  board  qames  from  commercially-made  games 
for  children  under  8  years  old. 

1 .  Sneaky  Snake 

2.  Silly  Sandwich 

3.  Walk  Along  Sesame  Street 

4.  Three  Little  Pigs 

B.  Develop  an  open-ended  game  kit  including: 

1.  Tactual  spinners 

2.  Tactual  tokens 

3.  Tactual  dice  with  a  pass-around  container  for  rolling 

4.  Open-ended  game  boards 

5.  Discard  and  draw  racks  for  the  table 

6.  Card  holders  for  hands 

7.  Blank  cards 

C.  Provide  a  means  for  using  the  areal,  line,  and  point  symbols  which  have 
been  identified  as  tactually  distinguishable. 

D.  Consider  going  on  to  games  for  other  age  groups,  concentrating  on  games 
for  particular  subject  areas,  or  designing  games  to  meet  special  needs. 


Name  o*  Game: 


Earliest  Available  Copyright 
Producer : 

Stated  Age  Range: 


Candy  Land 

Date :  @  ^  955 

Milton  Bradley 

4  to  8 


Number  of  Players: 

Skills  Practiced  During  Play: 


2,  3,  or  4 

Matching  colors 
Following  a  path 


Parts : 


1  playing  board  with  color  and  candy  path 
'  4  plastic  gingerbread  tokens  in  different  colors 
64  cardboard  color  and  candy  cards 


Summary  of  Play: 


Object  of  the  game  is  to  be  the  first  to  go  through 
Candy  Land.  Players  draw  cards  and  move  to  the  space 
indicated  on  the  board  by  the  picture  on  the  card. 


Comments:  Game  too  complicated 

Spaces  too  small 

Path  too  long  and  crooked 

Too  much  adaptation  needed 


Rating: 

1-1  -1-1  -1-1 


★ 

Adaptation  Required 


Total :  8 

Average:  1 


Cracker  Jack 


'Name  of  Game: 

Earl  lest  Availabl 
Producer: 

Stated  Age  Range: 
Number  of  Players 
Skills  Practiced 


Parts: 


Summary  of  Play: 


Comments : 

V 


★ 

Adaptation  Requi 


Copyright  Date:  (^1976 

Milton  Bradley 
5  to  10 
2  to  4 

ring  Play:  Matching 

Di  scrimi nation 
Memory  of  position 


10  small  "Cracker  Ja^k"  boxes 
10  plastic  surprises? 

10  cardboard  picture  cards 

1  spinner  box  marke^  "card"  on  one  end  and  "surprise"  on  the  other 
on  a  plastic  base 


Object  of  the  game  is  to  collect  the  most  surprises.. 

The  spinner  shows  whether  you  can  take  a  card  or  look  at 
a  surprise  during  your  turn.  If  you  look  at  a  surprise 
that  matches  a  card  in  your  hand,  you  keep  the  surprise 
and  return  the  box  to  its  original  position. 


Spinner  makes  a  good  sound. 

Spinner  would  work  better  turned  from  the  side  with  a  handle. 

Use  both  a  distinctive  texture  and  the  braille  word  for  "surprise" 
and  "card"  on  the  spinner. 

Use  larger  cards  and  2  sets  of  prizes.  Glue  one  set  to  cards 
to  replace  pictures. 

The  name  and  idea  of  prizes  would  have  great  appeal  for  young 
children. 

People  can  adapt  this  game  themselves. 


Rati ng : 

7-5-6-6-7-0-7-7 
Total :  51 

Average:  5.4 


red 


Name  of  Game: 
Earliest  Avail abi 
Producer : 

Stated  Age  Range: 
Number  of  Players 
Skills  Practiced 


Parts : 


Summary  of  Play: 


Comments : 


* 

■i  on  Dnm  i  i  v 


Egg-Ci tement 


e  Copyright  Date:  ©1973 

Cadaco,  Inc. 

4  to  9 

:  2,  3,  or  4 

During  Play:  Color  (texture)  Matching  and  Discrimination 


1  gameboard  with  a  spinner  with  a  metal  pointer  indicating 
colors  and  eggs  and  surrounded  by  "nests"  and  scoring  bars* 
12  plastic  pull-apart  eggs 
8  yellow  yolks  (marbles; 

4  blue  yolks  (marbles)*^ 

4  colored  plastic  pawns 


Object  of  game  is  to  collect  the  most  yellow  marbles. 

One  marble  is  placed  inside  each  egg  and  eggs  are  mixed 
before  placing  in  "nests"  around  spinner.  Each  player 
in  turn  places  his  pawn  on  an  unmarked  color  space  around 
nest,  spins  the  spinner,  and  plays  as  indicated.  If 
spinner  points  to  egg,  the  player  "breaks  open"  an  egg  and 
places  marble  in  his  scoring  bar.  If  spinner  stops  on  broken 
egg,  player  takes  one  of  his  marbles  and  replaces  it  in  shell. 
If  player  has  no  marbles,  his  pawn  remains  in  position  until 
next  turn.  If  spinner  stops  on  color  space,  player  moves 
pawn  to  next  space  of  that  color.  If  pawn  lands  on  a  colored 
space  with  an  arrow,  he  moves  pawn  to  egg  space  indicated 
and  selects  an  egg.  Play  continues  until  all  eggs  are 
"broken". 


Simplify  the  directions. 

Spinner  is  hard  to  reach  inside  egg  nests. 

Use  larger  parts  -  beware  of  marbles  with  small  children, 
i he  idea  of  eggs  is  good. 

To  adapt,  use  something  like  marshmallows  and  fill  some  shells 
and  leave  some "empty. 

People  can  adapt  this  game  themselves. 


*v  •  .  * 

gating: 

3-1 -2-1 -2-1 -2-1 
Total :  1 3 

Average:  1.6 


Name  of  Game:  Gingerbread  Man 

Earliest  Available  Copyright  Date:  @1964 


Producer: 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


Selchow  &  Righter  Company 

Little  Tots 

2  to  4 

Counting 

Adding 

Logical  Thinking 
Fine  Motor  Coordination 


Parts : 


1  playing  board* 

4  cutout  cardboard  gingerbread  men  with  4  different  colored 
plastic  stands 

4  cardboard  gingerbread  house  puzzles  each  with  a  frame 
and  7  pieces7 

2  dice 


Summary  of  Play:  Object  of  game  is  to  build  a  complete  Gingerbread  House  from 

the  puzzle  pieces  in  the  POOL.  Player  throws  both  dice,  moves 
marker  the  number  of  spaces  on  1  kie  or  the  sum  of  both  dice, 
and  tries  to  land  on  and  collect  puzzle  pieces  needed  to  build 
a  house.  Forward  and  backward  moves  are  permitted.  When  a  player 
lands  on  Gingerbread  Man,  he  can  remove  piece  from  his  opponent 
or  move  his  own  marker  to  any  puzzle  piece  space. 


Comments:  Too  complicated  for  a  blind  child  to  follow 

Too  much  adaptation  required 

Good  for  math  practice  with  older  children 


Rating: 

1-1  -l-l-l-  i-i  _i 

Total :  8 

Average:  1 

Adaptation  Required 


Name  of  Game: 


Goldilocks  ti  the  Three  Bears 


(6) 


Zarl  iest  Ava  ! ab  1 
Producer: 

Stated  Age  Range: 
Number  of  Players 
Skills  Practiced 


Parts: 


Summary  of  Play: 


Comments : 


Adaptation  Requi 


e  Ccpyrignt  Date:  (z;  1973 


Cadaco,  Inc. 

3  to  8 

:  2,  3,  or  4 

During  Play:  Picture  Matching 


7  picture  cards* 

4  different  colored  plastic  pawns* 

1  spinner  with  a  plastic  pointer  |nd  pictures  and  2  colors 
1  playing  board  with  picture  path 


Object  of  the  game  is.  to  be  the  first  player  to  reach 
finish  and  draw  a  card  showing  Goldilocks  escaping. 

Each  player  spins  and  moves  to  the  next  space  indicated. 
At  finish,  a  player  draws  a  picture  card.  If  it  does 
not  show  Goldilocks  escaping,  he  goes  back  to  the  picture 
shown  and  tries  to  finish  again. 


Use  words  and  pictures. 
Good  outline  for  path 
Squares  are  too  small 


Rating: 

3-3-5— 2-4— 2-3 

Total :  24 

Average:  3 


red 


Goldilocks  &  the  Three  Bears 


Name  of  Game: 

Zarliest  Available  Copyright  Date:  (C/1972 


Producer: 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


Sol  chow  &  Righter  Company  (8) 

4  to  8 
2  to  4 

Color  Matching 
Picture  Classification 


Parts: 


3  diecut  cardboard  bears  with  plastic  stands* 

1  cardboard  spinner  with  plastic  pointer  and  colors  or  Goldilocks* 
28  picture  cards  * 

1  playing  board  with  colored  spots 

4  colored  plastic  playing  tokens* 


Summary  of  Play:  Object  of  the  game  is  to  be  the  first  player  to  collect 

three  cards  of  the  same  kind.  Players  move  tokens  around 
an  inside  route  and  the  three  bears  around  an  outside 
route.  When  a  bear  and  a  token  meet,  the  player  loses 
a  card  unless  he  has  the  Goldilocks  card.  When  a  player 
spins  red,  he  gets  to  pick  up  a  card. 


Comments:  Play  is  too  confusing  with  two  routes. 

Too  many  things  going  on 
Too  cluttered 

Too  many  cards  and  procedures 
Too  visual 


Rating: 

1-1 -1-1 -1-1-1 

Total :  8 

Average:  1 


•k 

•  Adaptation  Required 


U'd:v,2  of  Game: 

Earliest  Available  Copyright  Da 

Producer : 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


The  Happy  Little  Train  Game 
e:(C/1957 

Milton  Bradley 
5  to  12 
2  to  4 
Counting 

Color  Recognition 


Parts: 


1  gameboard  with  colored  ties  and  spots* 

4  colored  plastic  pawns 

1  cardboard  spinner  with  numbers  and  a  plastic  pointer* 


Summary  of  Play:  Object  of  game  is  to  be  the  first  player  to  go  from  the 

Happy  Train  Station  to  FINISH  by  the  Turn  Table.  Moves 
are  made  by  spins  on  the  dial.  If  a  player  lands  on  a 
space  with  a  red  or  green  spot  on  it,  he  loses  a  turn. 
More  complicated  rules  are  included  for  older  children. 


Comments:  This  is  a  game  to  grow  into. 

Use  Tittle  trains  or  cars  of  a  little  train  for  tokens. 

When  track  changes  color,  use  a  different  tactile  line. 

Use  squares  and  circles  instead  of  red  and  green  dots. 

Colors  are  poor. 

People  can  adapt  this  game  themselves  or  the  idea  could  be 
used  to  design  a  special  game  for  the  visually  handicapped. 


Rating: 
5-3-6 -6- 

Total : 

Adaptation  Required  Average: 


4-4-4 

39 

4.9 


h66  fldVv 


t\aii.s2  C  ,  Uu»nv2  • 

Earliest  Available  Copyright  Da 
Producer: 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


e:  (C/1970 

^adaco ,  i nc . 

4  to  8 

Matchi ng 
Discrimination 

Association  of  animals  with  sounds 


Parts:  1  board  with  animal  pictures  and  self-contained 

spinner  with^metal  pointer  and  animal  pictures* 
24  animal  cards 


Summary  of  Play:  Cards  are  dealt  out  evenly  among  the  players.  Players 

in  turn  spin  an  animal  as  other  players  watch.  First 
person  who  has  a  matching  card  in  his  hand  and  makes 
the  sound  of  the  animal  spun,  covers  a  similar  animal 
on-  the  board  with  his  card.  First  player  to  run  out 
of  cards  wins. 


Comments:  Change  rules  to  give  blind  player  a  fair  chance,  e.g.,  use  one 

player  as  spinner,  caller,  and  determiner  of  who  made  the 
correct  animal  sound  first*,  other  players  race  to  find  cards 
to  make  sounds. 

Make  animals  with  textures. 


Rati ng : 
7-3- 7-5 

Total : 

Average 

Adaptation  Required 


5-3-4-4 

38 

4.8 


'Name  of  Game:  Lady  Bug 

Earliest  Available  Copyright  Date:  (C/1975 


Producer: 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


House  of  Games  Corporation  Li  mi  tec 

3  to  6 
2  to  4 

Matching  dot  numbers 
Sequencing  numbers 
Discrimination 
Spatial  relationships 
Fine  Motor  Coordination 


Parts: 


4  lady  bug  puzzles,  each  with  6  interlocking  pieces  with 
spots  matching  the  throws  of  the  die* 

1  die 


Summary  of  Play:  Object  of  the  game  is  to  be  the  first  player  to  complete 

a  lady  bug.  The  die  is  rolled  and  the  corresponding  pieces 
of  the  puzzle  are  put  together  in  numerical  order. 


Comments:  Needs  a  frame  to  work  in 


1r 

•  Adaptation  Required 


Rating: 

4-6-7-3-5-6-0 

Total :  43 

Average:  5.4 


C  T  Gd.TiC  l 


Earliest  Available  Copyright 

'-pf>  • 

4  •  vUwt  I  • 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


Mary  Popp-.r. 

Date:(C}  1964 

Parker  Broc 

5  to  10 

2,  3,  or  4 

Sequencing 

Counting 

Recall 


u  r 


's , 


Parts: 


4  cardboard  playing  pieces  with  plastic  stands* 

1  die*  * 

1  playing  board  with  the  path  marked  in  a  variety  of  ways 


Summary  of  Play:  Object  of  the  game  is  to  be  the  first  one  to  get  on  the 

Carousel.  Players  roll  the  die  and  go  around  the  board 
as  indicated  to  the  tea  party,  the  fox  hunt,  kite  flying, 
and  finally  the  Carousel.  The  path  is  marked  appropriately 
on  the  board  for  each  activity. 


Comments:  Too  complicated 

Too  much  detail 

Not  appropriate  for  level 


‘  Rating: 

1-1-1-1.1_1.1_1 

Total :  8 

Average:  1 

*■ 

Adaptation  Required 


Name  07  Game: 


Mother  Goose 


Earliest  Available  Copyright 

Producer : 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


Date:  0  1971 

Cadaco,  Inc.  (5) 

3  to  8 

2,  3,  or  4 

Matching  colors 
Matching  pictures 
Recalling  nursery  rhymes 


Parts: 


1  playing  board  with  13  rhyme  pictures  and  colored  dot  path* 
13  rhyme  cards  with  matching  pictures* 

4  different  colored  plastic  pawns* 

1  spinner  card  with  a  plastic  pointer  and  7  different  colors 


Summary  of  Play:  Object  of  the  game  is  to  be  the  first  to  go  around  the 

board  from  start  to  finish.  A  player  spins  a  color  and 
then  moves  his  pawn  to  the  next  dot  of  that  color  on  the 
path.  If  that  dot  is  next  to  a  rhyme  picture  on  the  board, 
the  player  turns  over  the  rhyme  card  on  that  picture  and 
moves  his  pawn  to  the  picture  indicated  on  the  card. 


Comments:  No  reading  required. 


Good  for  low  vision 
Could  use  brighter  colors 
Difficult  to  adapt  path 

Use  objects  or  smells  (scratch)  to  identify  nursery  rhymes 


Rating: 
6-1 -6-4 

Total : 


* 

Adaptation  Required 


-2-1-4 

29 


Average:  3.6 


Earnest  Available  Copyright  Date: 
Producer: 

Stated  Age  Range: 

Number  of  Players: 

Ski ~ Is  Practiced  During  Play: 


Noah's  Ark 
01971 
Cadaco,  Inc. 

3  to  6 
2,  3,  or  4 

Matchi ng--animal  to  picture  on  spinner 
Discrimination 


Parts:  1  3-D  cardboard  ark 

12  molded  plastic  animals 

1  spinner  with  metal  pointer  and  animal  pictures* 


Summary  of  Play:  Animals  are  divided  equally  among  players  who  each  tries 

to  be  first  to  get  his  animals  in  the  Ark  by  spinning 
them.  If  blank  space  is  spun,  player  must  take  an  animal 
out  of  the  Ark. 


Comments:  No  reading  required 

No  knowledge  of  numbers  required 

Needs  to  know  the  names  of  the  animals  and  recognize  by  touch 

i 


Either  make  one  big  spinner  with  all  of  the  animals  or  two 
separate  spinners. 

The  ark  needs  to  be  more  durable. 


★ 

•  Adaptation  Required 


Rating: 

5-1 -4-3-3-5-5-2 
Tctai :  23 


Average:  3.5 


Name  of  Game: 


Peanut  Butter  &  Celly 
Earliest  Available  Copyright  Date 1971 


Producer: 


Parker  Brothers,  Inc. 


Stated  Age  Range: 


5  to  10 


Number  of  Players:  2,  3,  or  4 

Skills  Practiced  During  Play:  Matching 

Putting  a  sandwich  together 
Fractions — 1,  1/2,  1/4  and  equivalents 


Parts: 


1  playing  board* 

4  thin  plastic  plates 

1  each  thin  plastic  breaj,  jelly,  and  peanut  butter  holders* 
4  plastic  playing  pieces 

1  die  with  2  sides  each  of  bread,  jelly,  and  peanut  better* 
cardboard  pieces  of  bread,  jelly,  and  peanut  butter 


Summary  of  Play:  Playing  pieces  are  moved  to  bread,  jelly,  or  peanut  butter 

areas  on  the  board  as  determined  by  a  throw  of  the  special 
die.  Players  try  to  be  first  to  assemble  a  sandwich  on  a 
plate  from  corresponding  pieces  of  bread,  jelly,  or  peanut 
butter. 


Comments.:  Good  packaging 

Too  complicated 
Too  long 

Too  many  small  pieces 

Good  for  math  concepts  at  a  higher  level 


Rating: 

1-1 -1-1  -1-1  -1-1  (On 
because  this  was 
the  lowest  rating 
allowed) 

Total :  8 


* 

Adaptation  Required 


Name  of  Game: 


Pi nocchi o 


Earliest  Available  Copyright  Date: ^  1971 
Producer:  Parker  Brothers,  Inc, 

Stated  Age  Range:  4  to  10 

Number  of  Players: 

Skills  Practiced  During  Play: 


2  to  4 


Counting 

Reading 


Parts: 


1  playing  board  with  path  and  instructions* 
16  cardboard  Pinocchio  cards* 

16  cardboard  instruction  cards* 

1  spinner  with  plastic  pointer  and  numbers* 
4  plastic  tokens  of  different  colors 


Summary  of  Play:  Object  of  the  game  is  to  be  the  first  one  to  collect  3 

black  and  white  Pinocchio  cards  which  form  a  body  and 
get  to  turn  them  over  to  show  a  boy  in  color.  Players 
spin,  move  number  of  spaces  indicated  on  the  board,  and 
follow  the  many  instructions  printed  on  the  board  and  on 
the  cards. 


Comments : 


Too  much  reading 

Outcome  not  very  interesting 


Rating: 

2-1  -I -2-1 -2 


* 


A  A  ~  x  j  J  ~ 


n  1 1 1  v *»  /-» 


Total :  1 1 


Name  of  Game: 


Pizza  Pie 


Earliest  Avail aoi 
Producer : 

Stated  Age  Range: 
Number  of  Players 
Skills  Practiced 


Parts: 


Summary  of  Play: 

Comments : 


ir 

•  Adaptation  Requ 


e  Copyright  Date:  ^C7 1 974 

Milton  3radley 


7  to  14 


During  Play: 


2  to  4 
Counting 

Tactile  Discrimination  (Braille?) 

Matchi ng 

Strategy 


48  triangular  cardboard  pizza  cards* 

4  cardboard  scoring  tables  with  movable  discs* 
4  Ugh  1  cards* 

1  plastic  tray 


Pizza  cards  are  played  in  turn  on  the  tray  until  3  like 
pieces  are  played  together  and  claimed.  When  they  are 
claimed,  each  ingredient  is  scored  by  that  player  trying 
to  complete  3  pizzas  while  avoiding  the  4th  (Ughl). 


Very  complicated 
Too  visual 

Good  for  older  children 
Realistic-looking  pieces 
Use  frangrance  strips  to  adapt 


i 


i  red 


Rating: 

2-1 -4-4-3 -1 -4-1 
Total  :  20 

Average:  2.5 


Name  of  Game:  Road  Hog 

Earnest  Available  Copyright  Gate:  (p  1975 


Producer : 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


House  of  Games  Corporation  Limited 

7  and  up 

2  to  6 

Reading 

Counting 

Travel  concepts  developed 


Parts : 


6  wooden  vehicle  tokens  (3  cars  and  3  trucks  of  different  colors)* 
4  dice  (2  red  and  2  green) 

1  light  cardboard  train  token  * 

1  board  with  expressways,  highways,  and  county  roads 
16  check  point  cards  with  directions* 


Summary  of  Play:  Object  of  the  game  is  to  be  the  first  one  to  drive  from 

Metro  to  New  City.  Hazards  along  the  way  include  traffic 
laws,  rerouting  by  other  players,  and  being  stopped  by 
a  train.  Two  dice  are  rolled  each  turn.  Green  allows 
player  to  move  ahead.  Red  allows  player  to  move  opponent 
back.  Player  chooses  combination  to  roll. 


Comments:  Good  for  older  children 

Too  complicated  for  preschoolers 
Good  travel  concepts 


Rating: 

3-1 -2-4-2-3-3-1 


1e 

Adaptation  Required 


Total:  19 


Name  of  Game: 


Rooin  Hood 


Earliest  Available  Copyright  Gate: 
Producer: 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


r) 1 973 

Parker  Brothers,  Inc. 

4  to  10 
2,  3,  or  4 
Counting 

Choosing  whether  or  not  to  try  for  a  bag  of  gold 


Parts : 


1  playing  board  with  a  stone  path  and  4  short  secondary 
paths  to  bags  of  gold 
4  colored  plastic  tokens* 

1  die* 

20  very  small  cardboard  cards  (16  gold  and  4  sheriffs)* 


Summary  of  Play:  Object  of  the  game  is  to  be  the  first  player  to  reach  FINISH 

with  at  least  2  bags  of  gold.  Players  roll  the  die  and 
advance  the  appropriate  number  of  spaces  around  the  board. 

In  order  to  obtain  bags  of  gold,  a  player  must  choose  to  take 
a  secondary  path  and  then  roll  either  an  odd  or  an  even  number 
as  designated. 


Comments:  Simple 

Good  beginning  game 


★ 

Adaptation  Required 


Rating: 

7-4-7-6-0-6-7-5 
Total :  48 

Average:  6 


Sesame  Street  Fair  Game 


Name  of  Game: 

Earliest  Available  Copyright  Date:  &  1 Sr6 
Producer:  Mi i ton  Sraa , ey 


Stated  Age  Range: 


4  to  8 


Number  of  Players: 


2  to  4 


Skills  Practiced  During  Play: 


Color  Matching 

Fine  Motor  Coordination 

Reading 


Parts:  4  cardboard  playing  pieces  with  different  colored  plastic  stands 

1  sesame  street  fair  game  board* 

1  spinner  with  a  plastic  pointer  and  colors* 

10  cardboard  cookies 


Summary  of  Play:  Object:  Be  the  first  to  get  back  to  123  Sesame  Street 

with  a  cookie.  Player  spins  spinner  and  moves  piece 
to  color  shown  by  arrow.  Whenever  player  lands  on  4 
colored  square,  he  receives  cookie.  If  player  lands  on 
Cookie  Monster  square,  he  must  feed  cookie  to  Cookie 
Monster  and  take  long  route.  If  player  still  has  cookie, 
he  can  take  shortcuts  As  soon  as  player  lands  on  4-colored 
square  in  front  of  Merry-Go-Round,  put  piece  on  Merry-Go- 
Round.  When  any  of  the  players  spin  the  spinner,  turn 
the  Merry-Go-Round  to  that  same  color  for  exit.  After 
exiting,  continue  to  play  until  player  reaches  123 
Sesame  Street. 


Comments:  Good  board  and  path 

Good  things  to  do 
Good  spinner 
Difficult  to  set  up 
Too  many  obstacles 
Simp! ify 


★ 

•  Adaptation  Required 


Rating: 

7-4-6-6-2-S-7-7 
Total :  44 

Average:  5.5 


Name  of  Game: 


Silly  Sandwich 


Earliest  Available  Copyright  Date:  ^C}l 975 


Producer: 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


Milton  Bradley 
4  to  8 
2  to  4 
Counting 

Choosing  sandwich  ingredients 


Parts:  1  game  board  with  path  ground  the  refrigerator* 

4  colored  plastic  pawns 

1  die*  * 

27  cardboard  sandwich  ingredients 

5  cardboard  slices  of  toast 


Summary  of  Play:  Object  of  the  game  is  to  collect  the  most  sandwich 

ingredients.  Each  player  starts  with  a  slice  of 
bread  and  one  ing'redient.  Players,  in  turn,  roll 
the  die  and  move  around  the  board.  If  they  land  on 
space  with  a  refrigerator  on  it,  they  choose  an 
ingredient.  If  they  land  on  the  kitty  or  the  puppy, 
they  must  return  an  ingredient.. 


Comments:  Appeals  to  age  group 

Good  shapes 
Enlarge  shapes. 

Laminate  shapes  for  durability. 

Add  smells  (scratch)  to  shapes. 

Use  box  for  refrigerator. 

Use  models;  then  shapes. 

Give  each  player  2  slices  of  bread. 

Make  bread  slices  oCit  of  sponge  in  a  box  to  contain  pieces 


Rating: 

7-6-7-6- 


Total : 

★ 

Adaptation  Required 


7-0-7-7 

53 


Average:  6.6 


Name  of  Game:  Sneaky  Snake 

Earliest  Available  Copyright  Date:(c)l976 


Producer : 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


House  of  Games  Corporation  Limited 
3  yrs.  and  over  (to  9) 

2  to  4 

Matching  numbers 
Discrimination 


Parts: 


1  numerical  dice* 

12  head  pieces* 

12  tail  pieces  Cardboard 

56  body  pieces* 


Summary  of  Play:  The  object  of  the  game  is  to  make  the  longest  snake. 

you  can  by  rolling  the  dice.  Each  player  rolls  the 
dice  and  takes  a  game  piece  with  the  same  number  on 
it.  Each  must  start  with  a  "1“ — a  head  piece  and  end 
with  a  "6"— a  tail  piece.  Only  one  snake  can  be  made 
at  a  time.  Play  continues  untiT  all  pieces  are  used. 
If  practice  in  counting  is  desired,  have  the  winner  be 
that  player  whose  snake  has  the  most  dots. 


Comments:  Many  possibilities  for  adaptation  of  rules  and  pieces 

Good  math  concepts 

Use  magnets  or  velcro  to  hold  pieces  together. 
v  Package  with  separate  sections  for  each  of  the  six  kinds  of  pieces 


Rating: 

7-7-7-7-6-6-7-7 


if 

Adaptation  Required 


Total :  54 

Average:  6.8 


Name  of  Game: 


Earliest  Available  Copyright 

Producer: 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


Snoopy  Card  Game 
Date:  ©  1950 

Milton  Bracley 
6  to  12 
2  to  4 
Counti ng 

Matching  pictures 
Reading  numbers 


Parts:  1  playing  board  with  footprints  around  the  edge  and 

pictures  of  Snoopy  characters  in  the  middle 
24  scoring  cards 
8  "bowl"  cards* 

32  playing  cards** 

4  plastic  tokens 


Summary  of  Play:  Object  of  the  game  is  to  be  the  first  one  to  go  around 

the  board.  One  of  the  characters  in  the  middle  of  the 
board  is  chosen  by  turning  over  a  "bowl"  card.  If  a 
player  has  a  playing  card  with  that  character  on  it, 
he  picks  up  a  scoring  card  from  that  character  on  the 
board  and  advances  the  number  indicated  on  the  board. 


Good  patch  for  blind  children 
Good  card  size 
Poor  durability 

Use  dots  rather  than  braille  numbers  on  bowls  for  scoring. 
Good  for  low  vision  children 

Adapt  for  next  level  using  braille  to  mark  cards. 


Comments : 


Rating: 

6-7-6-0-7-7-6-6 


•  Adaptation  Required 


Total  :  51 

Average:  6.4 


Name  of  Game:  Snoopy  Come  Home 

earliest  Available  Copyright  Date:(C/1950 


Producer: 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


Milton  Bradley 
7  to  12 
2  to  4 
Reading 

r  filing  inn 

Strategy 


* 

Parts:  1  playing  board 

1  dice  * 

10  cardboard  placing  tokens  with  6  plastic  stands 

24  playing  cards 


Summary  of  Play:  Object  of  the  game  is  to  be  the  first  player  to  find 

Snoopy  and  return  him  safely  to  his  Dog  House.  To 
find  Snoopy,  players  move  as  shown  on  the  dice.  After 
Snoopy  is  found,  playing  cards  and  a  "no  dogs  allowed" 
sign  help  players  exchange  places  with  Snoopy's  finder 
and/or  get  him  home  first. 


Comments:  Somewhat  complicated  gameboard;  many  rules  involved  in  playing  game 


Good  color 
Too  visual 
Too  long 
Too  complicated 


* 


Adaptation  Required 


Rati ng : 

1-1 -1-3-1 -1-1-1 
Total :  1 0 

Average:  1.2 


Name  of  Game: 


Three  Little  Pigs 


Earliest  Available  Copyright 
Producer: 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


0ate:(5  1971 

Selchow  &  Righter 
4  to  8 
2  to  5 

Color  Matching 
Logic 


Company 


,  ^  / 


Parts: 


1  playing  board  with  various  colored  spaces  and  4  houses 
1  spinner  with  a  plastic  pointer  and  8  2-color  sections  and  1  wolf* 
6  diecut  cardboard  figures  with  plastic  stands* 


Summary  of  Play:  Object  of  the  game  is  to  be  first  to  follow  the  path  from 

Mama's  house  to  the  Brick  house.  Player  spins  and  moves 
his  pig  to  the  next  space  of  one  of  the  colors  indicated 
and  the  wolf  forward  or  back  to  a  space  of  the  other 
color  spun.  A  pig  must  go  back  to  the  nearest  house  if 
the  wolf  lands  on  his  space. 


Comments:  Good  beginning  game 

Story  appeals  to  this  age  group.. 
Story  recall  good 
Large  spaces  on  board 
Texture  houses 

Use  magnets  or  velcro  for  pigs. 


Rating: 

7-3-6-6-5 -7-7-7 


★ 

Adaptation  Required 


Total :  48 

Average:  6 


Name  of  Game: 


To  Grandmother's  House  We  Go 


Earliest  Available  Copyrignt 

Producer : 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


Date :  ($?  1974 

Cadaco,  Inc.  (10) 
3  to  8 
2,  3,  or  4 
Counting 

Color  Recognition 


Parts:  4  magnetic  plastic  playing  pieces* 

1  game  board  with  self-contained  spinner  with  plastic  pointer 
and  numbers 


Summary  of  Play:  Object  of  the  game  is  to  be  the  first  one  to  Gramma's 

House.  Player  spins  a  number  and  moves  that  number  of 
spaces.  If  he  lands  on  a  yellow  space,  he  gets  to  take 
a  short  cut.  If  he  lands  on  black,  he  goes  back  the 
number  of  spaces  indicated  or  on  red,  forward  the  number 
of  spaces  indicated. 


Comments:  Good  beginner  game 

Simple  directions 

Complicated  path  with  small  spaces 
Few  pieces  to  lose 
Compact  and  self-contained 
\  Possibly  enlarge  the  whole  game 


* 

•  Adaptation  Required 


Rating: 

6-0-7-4-4-4-6-7 
Total :  44 

Average:  5.5 


Name  of  Game: 


Uncle  Wiggily 
Earliest  Available  Copyright  Date : CC-'  1971 


Producer: 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


Parker  Brothers,  Inc.  (4) 

5  to  11 

2,  3,  or  4 

Reading 

Comprehension 

Counting 


Parts:  1  playing  boar£  with  a  numbered  path  and  written 

instructions 

★ 

56  white  cards  for  number  of  spaces 
28  yellow  cards  for  places  to  go* 

4  Uncle  Wiggily  plastic  playing  pieces  of  different  colors* 


Summary  of  Play:  object  of  the  game  is  to  be  the  first  to  take  Uncle 

Wiggily  Longears  safely  to  the  doctor's  office. 

Each  turn  players  draw  a  white  card  and  follow  the 
written  instructions. 


Comments:  Too  much  reading 

Too  many  squares  on  path 
Too  complicated,  a  path 
Too  many  parts 
Too  many  numbers  on  path 


★ 

Adaptation  Required 


Rating: 

1_1 .4-1 -l-l -1-1 
Total :  11 

Average:  1.4 


Name  of  Game: 


Walk  Along  Sesame  Street 


Earliest  Available  Copyright  Date  :(C/ 1975 


Producer: 


Milton  Bradley 


Stated  Age  Range: 


4  to  a 


Number  of  Players:  ^  10  4 

Skills  Practiced  During  Play:  dumber  Recognition 

Counting  (1  ,  2,  3) 

Fine  Motor  Coordination 
Decision-Making 


Parts: 


1  3-D  cardnoard  game  board  formed  from  2  sections  that  fit 
together  with  such  things  as  buildings,  street  signs,  stop 
signs,  etc. 

1  number  spinner  with  plastic  pointer 
1  "help"  spinner  with  plastic  pointer  and  pictures* 

4  diecut  cardboard  playing  pieces  (Big  Bird,  Cookie 
Monster,  Bert,  and  Ernie)  with  plastic  stands* 

4  diecut  cardboard  "helps"  (ladder,  key,  board,  and  "walk" 
paddle)* 


Summary  of  Play:  Object  is  to  be  the  first  one  back  to  Mr.  Hooper's  Store. 

Player  spins  the  number  spinner  and  moves  along  the  path. 
Player  must  stop  on  red  "stop"  spaces.  On  player's  NEXT 
turn,  he  spins  the  "help"  spinner  and  calls  out  piece 
needed  to  continue.  If  the  right  aid  is  spun,  player  goes 
beyond  blocked  area  onto  next  space.  If  correct  aid  is  not 
spun,  player  continues  taking  his  turn  in  the  same  way 
until  it  is. 


'Comments:  Path  is  simple  with  large  squares. 

Buildings  may  get  in  the  way. 

Board  has  to  be  turned  to  play. 

Good  tokens  and  "he>ps" 

3-D  objects  could  be  substituted  for  "helps" 


★ 

Adaptation  Required 


Rating: 

5_1 -6-4-1  -4-6-5 
Total :  32 

Average:  4 


Name  of  Game: 


Winnie  the  Poor 


Earliest  Available  Ccpyrignt  Date 

Producer: 

Stated  Age  Range: 

Number  of  Players: 

Skills  Practiced  During  Play: 


(c)l964 

Parker  Brothers,  Inc. 

4  to  8 
2  to  4 

Fine  Motor  Coordination 
Following  specific  directions 
Color  matching  (texture  matching) 


Parts : 


1  folding  gameboard  with  a 
4  plastic  playing  pieces* 

1  cloth  grab  bag  with  pull 
an  assortment  of  colored 


path  of  colored  sauares 
string* 

plastic  discs* 


Summary  of  Play:  Object  of  game  is  to  be  the  first  to  reach  the  red  or  blue 

space  under  North  Pole.  Players  reach  in  the  grab  bag, 
draw  one  colored  disc,  and  move  from  start  to  first  square 
with  same  color  as  disc  drawn.  If  during  play  a  space  is 
already  occupied,  move  to  next  space  with  same  color. 
Certain  spaces  contain  special  instructions  which  should 
be  followed  immediately. 


Comments:  Good  playing  pieces 

Too  many  instructions  on  board 
Too  complicated  for  this  age  level 


Rati ng : 

6-4-5-3-2-4-5-c 


* 

•  Adaptation  Required 


Total :  35 


Name  of  Game: 

Earl iest  Avail aole 
PrcGucar : 

Stated  Age  Range: 
Number  of  Players: 
Skills  Practiced  D 


Parts : 


Summary  of  Play: 


Comments : 


★ 

Adaptation  Reoui 


The  Wizard  of  Oz  pj 


Copyright  Date:  1974 


ring  Play: 


Cadaco,  Inc. 

4  to  10 
2,  3,  or  4 
Counti ng 

Story  sequence  and  recall 


.  .  * 

1  game  board  with  spaces  and  instructions  * 
1  spinner  with  plastic  pointer  and  numbers 
4  "magic  cards"  -  cardboard* 

4  different  colored  plastic  pawns* 


Object  of  the  game  is  to  be  the  first  player  to  reach 
"HOME"  with  a  magic  card.  A  player  spins  the  spinner 
and  moves  that  number  of  spaces  or  takes  a  magic  card 
as  indicated.  Players  must  also  follow  instructions 
that  are  given  on  the  board. 


Too  visual 

Not  appropriate  for  this  age  group 
Too  scary 


Rating: 

1-1  -5-3-1  -1  -3-4- 


red 


Total  :  19 


